Line-of-sight such as gaze and eye-contract plays an important role to enhance the embodied interaction and communication through avatars. In addition, many eyeball movement models and communication systems using avatars with the line-of-sight have been proposed and developed. However, these eyeball movements by generating the abovementioned models were not considered to enhance the embodied interaction such as activated communication, because the models stochastically generate the eyeball movements based on the human gaze behavior. Therefore, in order to enhance and promote the embodied interaction from the view point of line-of-sight, it is desired to design a line-of-sight interaction which relates to the interaction-activated communication.
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